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GAMING AWARD METHOD AND APPARATUS 

BACKGROUND OF THE INVENTION 

[0001] The present invention relates to gaming systems, 
and more particularly relates to a method and apparatus for 
encouraging play at gaming machines, and other types of 
non-machine gaming locations, by awarding bonuses to 
players based on the eXtent of player activity at the gaming 
location or other criteria. 

[0002] Gaming machines offer various aWards for play, 
including a cash aWard, a point aWard convertible to cash, a 
complementary aWard convertible to goods or services (e.g., 
food or lodging), but typically not to cash, and an aWard of 
a play of a bonus game. For example, US. Pat. No. 
5,761,647 (Boushy, issued Jun. 2, 1998) describes the aWard 
of points and complementaries. US. Pat. No. 6,375,567 
describes an aWard of a secondary game. 

[0003] The prior art discloses bonus aWards of various 
types. For example, in one type of bonus promotion, a bonus 
pool is developed from a percentage of coins played on a 
group of gaming machines. This pooled amount is aWarded 
as a bonus to the player Who obtains a designated reel 
combination. 

[0004] Another type of bonus promotion is described in 
US. Pat. No. 6,231,445 in Which a preset amount of money 
is aWarded at a randomly selected gaming machine after a 
certain number of coins have been played throughout the 
casino. 

[0005] The ’445 patent discloses another type of bonus 
promotion Which involves an aWard upon a random number 
of coins being played throughout the casino. The “mystery” 
number of coins needed to trigger the bonus aWard is 
randomly selected, Within a range, prior to the promotion. 
The Winner of the promotion is the player Whose coin caused 
the threshold to be met of the total number of coins through 
out the casino that needed to be played. 

[0006] The ’445 patent describes another type of bonus 
promotion in Which the jackpot amount aWarded for con 
ventional play is changed to a multiple of the jackpot amount 
for that gaming machine. This multiple jackpot aWard occurs 
for a small period of time, about 60 seconds, and is initiated 
by the insertion of a special card in a designated card reader. 

[0007] The ’445 patent describes a “Welcome back” bonus 
Which grants a player half price Wagering at a later time, if 
the player Wagers a certain amount of money. For eXample, 
if the player Wagers $600, then the player is alloWed $8.00 
of half price Wagering the folloWing day. 

[0008] The ’445 patent describes a personal progressive 
bonus. This bonus alloWs the player to play on several 
different gaming machines and still alloW the bonus to be 
obtained. The player uses a player card to permit the system 
to track the player’s contribution to the player’s oWn person 
progressive bonus amount. This amount then is eligible to be 
Won only by the player. 

[0009] Another type of bonus promotion is described in 
US. Pat. No. 6,231,445 in Which a selected reel combination 
of the gaming machine is used as a trigger event for a bonus 
aWard. During a predetermined period of time, an initial 
bonus amount is continuously decremented in value until 
one of the players is ?rst to obtain the particular reel 
combination. 
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[0010] HoWever, none of the foregoing patents provides to 
a player a tier of reWards based on the player’s activity at 
many different game locations during a period of time. This 
de?ciency may decrease the level of interest in play due 
to the player’s inability to compete With himself or herself 
in pursuit of an aWard, or (ii) due to the potential that another 
player Will Win the aWard caused in part by the player’s 
gaming actions. This invention addresses the problems pre 
sented by the foregoing patents and provides a solution. 

BRIEF SUMMARY OF THE INVENTION 

[0011] It is therefore an object of the present invention to 
provide a bonusing promotion Which increases play at 
gaming machines or non-machine gaming locations. 

[0012] It is another object of the present invention to offer 
players the ability to obtain bonuses upon reaching de?ned 
levels or ranks of play. 

[0013] These and other objects are achieved in a method 
and apparatus for conducting a bonus promotion in a net 
Worked system of a plurality of gaming machine and/or 
non-machine gaming locations. A player’s activity level is 
quanti?ed to a value that increases over a period of time. The 
value is compared to a plurality of tier values stored in 
memory at the central authority, at the time of a trigger 
event, as for eXample, the end of a bonus period. Each tier 
value has an associated bonus priZe that is aWarded When the 
player’s activity level reaches the tier. The aWard is indi 
cated in the player’s account and may be redeemed at a 
player kiosk. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0014] FIG. 1 is a schematic block diagram of one form 
of gaming system employing a tier aWard method in accor 
dance With one form of the invention. 

[0015] FIG. 2 is a block diagram representation of data 
stored in memory in the gaming system of FIG. 1. 

[0016] FIG. 3 is a block diagram representation of data 
stored in memory in the gaming system of FIG. 1. 

[0017] FIG. 4 is a How diagram of a tier aWard method in 
the gaming system shoWn in FIG. 1. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0018] Referring to FIG. 1, a gaming system 100 includes 
a plurality of gaming locations 102, 104 and 106, each 
location being coupled to a central authority 120 via a 
netWork 126. Each gaming location 102, 104 and 106 may 
include a non-machine game, such as craps and blackjack, or 
may include a gaming machine, such as a slot machine, a 
video poker machine, a video roulette machine, and the like. 

[0019] Gaming location 102 is exemplary of a gaming 
location having a gaming machine. Gaming location 102 
includes a gaming machine 102A comprised of a game 
controller 108 and a game display 110. Also included is a 
communication interface 112, an optional alphanumeric 
keypad 114 and a display 118. Display 118 may comprise a 
touch screen liquid crystal display (LCD). 

[0020] Display 118 is coupled to or located inside the 
cabinet (not shoWn)of gaming machine 102A, and may, for 
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example, take the form of a rectangle about 3 inches high 
and 4 inches Wide. Using an LCD in order to display 
graphics images and to display a numeric or alphabetic input 
image is advantageous because it eliminates the need for a 
separate keypad for the interactive entry of data. An optional 
alphanumeric keypad 114, hoWever, may be placed for 
convenient manipulation While a player is using gaming 
location 102. 

[0021] A conventional graphics display controller (not 
shoWn) is included at location 102 for controlling display 
118. The controller can display either vector graphics or 
bit-mapped graphics on display 118, depending on the type 
of application program stored in a memory 146 of interface 
112 used for graphic display and the type of data stored for 
purposes of generating graphics images. The image data 
resulting in graphics images can be stored in memory 146 or 
can be stored in a memory 121 of the central authority 120 
and transmitted via netWork 126 to the display controller for 
a particular graphic image. The image data can be either 
vector data or bit-mapped data. A central processing unit 
(CPU) 144 controls the transfer of the image data to the 
display controller in response to application programs stored 
in memory 146 that determine the location of the graphics 
images on display 118 and also determine the time at Which 
the graphics displays are presented. 

[0022] Interface 112, optional keypad 114, the display 
controller and display 118 comprise an interactive commu 
nication unit 119. Each of the gaming locations 104 and 106, 
Which may be a non-machine gaming location, include an 
interactive communication unit like unit 119. In one embodi 
ment, a player enters alphabetic and numeric information by 
touching display 118. In such an embodiment, keypad 114 
may not be provided. For the non-machine gaming loca 
tions, interface 112 comprises a communication controller 
148, such as a modem. 

[0023] In this speci?cation, “interactive” means capable of 
accepting input from a human. Communication unit 119 
comprises one or more programs for accepting such input 
from, for eXample, a touch screen alphanumeric image. Such 
programs are Well knoWn to those skilled in computer 
communication. 

[0024] For a gaming machine location, interface 112 may 
include, for eXample, an RS485 interface such as that 
implemented by a SentinelTM Interface from Aristocrat Tech 
nologies, Inc. Other interfaces and netWork architectures 
(e. g., Ethernet, parallel port, and the like) may be substituted 
hoWever. Furthermore, interface 112 may implement, for 
eXample, the IGT Gaming SASTM communication protocol 
or the CDS GDAPTM communication protocol for commu 
nication With gaming machine 102A, or may implement a 
custom communication protocol. 

[0025] Game controller 108 is responsible for operation of 
the gaming machine 102A. Thus, the game controller may 
include a microprocessor, memory, game softWare, and 
support circuitry to implement a slot machine or other type 
of game. The display 110 provides displays necessary for the 
play of the game, such as a display of slot machine reels. 

[0026] Gaming location 102 also includes a club card 
reader 150 that can read a MAG number located on a 
magnetic stripe of a club card or player card 152, Which may, 
for eXample, be a smart card. The MAG number is unique 
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for each player. Card 152 also sometimes bears a player ID 
number that is human readable, but is not machine-readable. 
The card reader 150 sends the MAG number to central 
authority 120, Which converts the MAG number to an OCR 
number. This feature prevents any potential misuse due to 
fraudulent creation of a bogus player card. Memory 121 
maintains a table that correlates OCR numbers With player 
ID numbers. 

[0027] Central authority 120 translates an OCR number to 
a corresponding player ID number. This feature alloWs a 
single player ID number to identify more than one OCR 
number. The player ID number can be used by the central 
authority to address the value of an account corresponding 
to the player ID number or to access player activity points 
or other player activity data. Thus, the central authority 
keeps an account value and activity data corresponding to 
the player ID number, correlated With the OCR number by 
a table. 

[0028] Player cards are generated by having a player ?ll 
out a form and by submitting the form to a clerk at a station 
that is equipped With a card creator (not shoWn). Typically, 
a card creator is located at only one or tWo Work stations (not 
shoWn) Within a gambling facility. The clerk keys informa 
tion into the station, and the information is transmitted to 
central authority 120, Which then generates an OCR number, 
corresponding MAG number and player ID number for the 
creation of a neW player card. The OCR number and player 
ID number are stored in the data based in memory 121 in the 
manner previously described. The central authority then 
causes the card creator to create a new player card With the 
MAG number. Once the MAG, OCR and player ID numbers 
are created, they cannot be changed by a person operating 
outside system 100. 

[0029] Central authority 120 includes a central processing 
unit (CPU) 122 that operates through a netWork interface 
124 and a netWork 126 to enable communication of activity 
data from gaming locations 102, 104 and 106. NetWork 126 
may be a conventional local area netWork, Which alloWs data 
to be sent directly betWeen any of gaming locations 102, 104 
and 106, and central authority 120. Memory 121 also may 
store data related to aWards. Alternatively, the data for the 
aWard may be stored locally in the memories for each of the 
gaming locations, such as memory 146. 

[0030] As understood, central authority 120 may be com 
prised of a number of computers or processors, including 
personal computers, servers, Work stations or ?oor control 
lers. 

[0031] Communication unit 119 generates a data message 
to central authority 120 based on the player’s activity at the 
gaming location. The data message carries information of 
the player’s activity at the gaming location, for eXample, the 
number of coins Wagered at location 102. A data message is 
generated at the time the player removes the player card 
from card reader 150. Also, the data message may be 
generated every hour to provide earlier updates of data 
Where the player stays at a location 102 for a long period of 
time. The data message may include the player ID number 
Which may be stored in memory 146 by the central authority 
after the player has inserted his or her player card into card 
reader 150. 

[0032] The data message is transmitted via controller 148 
and netWork 126 to central authority 120. The central 
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authority responds to the message including updating of 
player activity data in the player account in memory 121, 
i.e., in the particular account identi?ed by the player card 
inserted into card reader 150. 

[0033] As shoWn in FIG. 1, an administration Work station 
161 is connected to central authority 120 via netWork 126. 
The operator of the system uses Workstation 161 to enter 
parameters for the system including parameters for the tiered 
reWard promotion. Work station 161 includes an interactive 
communication unit like unit 119. The operator enters alpha 
betic and numeric information by touching a display. A 
keypad may be provided as Well to enter information. 
Workstation 161 includes a CPU and memory, in order to 
provide interactive prompts to the operator to obtain from 
the operator the desired parameters for the tiered reWard 
promotion. Such parameters are sent to central authority 120 
for storage in memory 121. 

[0034] As shoWn in FIG. 1, a redemption kiosk 163 is 
connected to central authority 120 via netWork 126. Aplayer 
may use kiosk 163 to vieW his or her player account 
including a display of the bonus aWards Won from the tiered 
reWard promotion. Redemption kiosk 163 includes an inter 
active communication unit like unit 119. The player enters 
alphabetic and numeric information by touching a display. A 
keypad may also be used to enter information. Kiosk 163 
includes a CPU and memory, in order to provide interactive 
prompts to the player to display to the player information 
regarding the player’s account, as Well as to provide for 
redemption of the aWards Won by the player from the tiered 
reWard promotion. Such redemption may occur, for 
example, through printing of vouchers at kiosk 163, sending 
electronic food con?rmation messages to hotel restaurants, 
dispensing actual priZes at kiosk 163, and the like. 

[0035] Referring to FIG. 2, a player account record 201 is 
stored in memory 121. Record 201 is associated With a 
particular player ID number. Record 201 includes various 
data including player name data 203. Other data 205 indi 
cates the total number of points in the player’s account. This 
points number data 205 Will change as a player gains points 
by, for example, activity at a gaming location. Also, points 
number data 205 Will decrease in value due to conversion of 
points for cash, complimentaries or play. 

[0036] Points are aWarded to a player based on criteria 
established, for example, by the operator, at kiosk 161. For 
example, one point may be aWarded for every 10 coins 
Wagered at the gaming location. The meeting of this criteria 
is determined by the central authority 120 Which monitors 
the coin-in data that it receives from interface 112. For 
example, When central authority 120 receives data that 400 
coins have been played, the central authority Will add 40 
points to the player’s account. 

[0037] Alternatively, Where a gaming location is a table 
game, the time of play may be entered by a casino employee 
at the gaming location, Which is then sent to central authority 
120. The central authority may then determine points based 
on the product of time played and a preset constant indica 
tive of typical bet amount per amount of time. 

[0038] Referring again to FIG. 2, tiered aWard data 207 is 
associated With a player’s account, and is stored in memory 
121. Separate tiered aWard data 207 is established for each 
player that participates in the tiered reWard promotion. Data 
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207 represents a value Which quanti?es a player’s activity. 
For example, data 207 represents the number of points 
achieved by the player during a bonus period. At the end of 
the bonus period, CPU 122 of the central authority reads 
data 207 to obtain the number of the points achieved. Data 
207 is then reset to a Zero value to make it ready to increase 
in value to indicate accumulated points for the next bonus 
period. The number of points represented by data 207 may 
be different than the points number data 205 in the player 
account, since the points number data 205 may be converted 
for comps, etc. at a time during the bonus period. In addition, 
the points Which increment data 207 may be based on 
criteria different from points number data 205. 

[0039] For example, points Which increment data 207 may 
be based on points earned, coin-in, coin-out, theoretical Win, 
actual Win, comp dollars earned, time played, average bet, 
etc. Through interactive prompts at Workstation 161, the 
operator sets the criteria, thus establishing the particular 
parameter (or parameters) that Will be monitored by the 
central authority. Where the selected criteria is points, cen 
tral authority 120 adjusts data 207 to keep track of points 
achieved by the player as data messages from gaming 
locations are sent to the central authority. 

[0040] Where the criteria is time played, for example, 
CPU 122 keeps track of time based on card-in and card-out. 
For example, each minute that the player card remains 
inserted in reader 150 Will cause data 207 to increment in 
value by a ?xed amount. This minute data may be adjusted 
based on number of games played, for example. 

[0041] In another example, Where the criteria for data 207 
is average bet, CPU 122 keeps track of total dollars bet and 
number of bets. The value represented by data 207 is the 
average bet Which ?uctuates as bets are made. As Will 
suggest itself, instead, tWo separate data 207 may be used to 
track tWo parameters. One data 207 tracks total dollars and 
another data 207 tracks number of bets. 

[0042] In some cases, the operator may select only certain 
types of gaming to compete in the tiered reWard promotion. 
For example, the operator may establish that only points 
received from play on slot machines and blackjack tables are 
used to increment the value of data 207. Through interactive 
prompts at Work station 161, the operator selects Which type 
of gaming Will be monitored for the tiered reWard promo 
tion. 

[0043] As shoWn in FIG. 3, a memory location 301 is 
established in memory 121 of the central authority. Memory 
location 301 is programmed by the operator in order to (1) 
establish the number of ranks in the tiered reWard promo 
tion, (2) the activity needed to reach each rank, and (3) the 
aWard Won for each rank reached by a player. 

[0044] A separate memory location 301 is established for 
each tiered reWard promotion. For example, a daily aWard 
promotion may require loWer thresholds for each rank than 
a yearly aWard promotion. In addition, a daily promotion 
may require only four or ?ve tiers, Whereas an annual 
promotion may require, for example, 25 tiers. As Will 
suggest itself, tWo or more different daily promotions may 
be run simultaneously, With different players assigned to 
different promotions. For example, neWly carded players 
may be entered in a separate daily promotion. The prompts 
thus alloW for programming of a separate memory location 
301 for each promotion established by the operator. 
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[0045] As Will further suggest itself, a plurality of data 
207, each representing a separate value, may be associated 
With the same player Who competes in more than one 
promotion simultaneously. As shoWn in FIG. 2, a number of 
data 207, 207a, 207b, Will be used, each for one tiered 
reWard promotion. For example, a player may participate in 
both a daily aWard program and an annual aWard program; 
then data 207 indicates accumulated points toWard the daily 
aWard and data 207 indicates accumulated points toWard the 
annual aWard. 

[0046] Through interactive prompts at Work station 161, 
the operator establishes the number of ranks (or What may be 
called tiers or levels) 303 (FIG. 3) in the particular reWard 
promotion. As an example, the operator may set only three 
ranks to be active in a tiered reWard promotion. 

[0047] After setting the number of ranks, the operator 
establishes the activity level 305 that corresponds to each 
tier that must be achieved during the aWard time period to 
reach that tier. For example, the activity may be quanti?ed 
in terms of points. The ?rst rank, shoWn as Tier #1 in FIG. 
3, may be programmed as a rank of activity betWeen 100 and 
199 points. The operator programs the loWer threshold of 
Tier #1 rank to 100 points. Tier #2 rank may be programmed 
as a rank of activity betWeen 200 and 299 points. The 
operator programs the loWer threshold of the Tier #2 rank to 
200 points. And tier #3 rank may be programmed as a rank 
of activity betWeen 300 and greater points. The operator 
programs the loWer threshold of the Tier #3 rank to 300 
points. As understood, activity quanti?cations other than 
points may be used. 

[0048] After establishing the threshold of activity required 
to reach each rank, the operator then establishes the particu 
lar aWard 307 that corresponds to each rank, i.e., the aWard 
that Will be Won if the player reaches the associated rank. 
Through prompts at Work station 161, the operator estab 
lishes aWard indicators 307 in memory location 301. These 
aWard indicators 307 are terms used in establishing the 
promotion in order to indicate the particular bonus aWard to 
be given. 

[0049] As shoWn in FIG. 3, an aWard indicator 307 is 
“HAT”. The term “HAT” is set by the operator to correspond 
to the Tier #1 rank of 100-199 points, and indicates that a hat 
Will be the bonus aWard. Thus, if the player’s activity 
reaches a threshold of 100 points, the player is aWarded a 
hat. Other aWard indicators shoWn in FIG. 3 include the 
term “SHIRT” and the term “DINNER”. 

[0050] AWard indicator 307 may be selected from a pre 
established list of possible aWard indicators that identify the 
aWards that may be Won in a promotion. For example, the 
operator may choose an aWard indicator 307 from a table of 
one hundred different aWard indicators that are preset in 
memory 121. The one hundred preset aWard indicators may 
be arranged in aWard value so that the operator can easily 
select an appropriate aWard for each rank. The aWards 
selected for each rank should increase in value as the 
corresponding rank increases. Thus, a Tier #5 aWard is of 
more value than a Tier #4 aWard. 

[0051] SoftWare is executed by CPU 122 to update data 
207 for each player as, for example, points are earned. Points 
are accumulated in the interface 112 during play of the 
gaming machine. Upon removal of the player card (“card 
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out”), the interface 112 sends the number of the points 
earned (that have not been previously sent) to central 
authority 120. If the player card remains in the gaming 
machine for more than one hour, after each hour of play, the 
interface 112 sends the number of the points earned during 
the last hour to the central authority. When the central 
authority receives a data message from interface 112 inform 
ing as to the number of points to be added to the player’s 
account, data 207 is incremented With that number of points. 

[0052] As understood, the particular selection of criteria to 
quantify player activity, by interactive prompts at Worksta 
tion 161, serves to select the particular softWare Which 
manages the accumulation of value represented by data 207. 
For example, Where the operator selects coins-out as the 
criteria for the tiered reWard promotion, CPU 122 monitors 
the coin-out data in messages received from the gaming 
locations and increments each data 207 of the one or more 
player accounts accordingly. 

[0053] Referring to FIG. 4, How block 31 represents the 
occurrence of a trigger event. The purpose of the trigger 
event is to provide an end point to the time period of the 
tiered aWard program. At the end point, a determination is 
made as to Whether a tier aWard has been achieved by one 
or more players Which are associated With that particular 
promotion. The trigger event may be a speci?c time each 
day, for example, at midnight. Alternatively, the trigger 
event may be scheduled for a speci?c time and date, for 
example, Jul. 26, 2002 at 3:00 pm. 

[0054] The casino operator of the system establishes the 
trigger event using Work station 161. The trigger event is 
programmed by the operator through interactive menu 
prompts. In response to the prompts, the operator keys in a 
trigger event. For example, the menu prompt requests the 
operator to select the type of time period or event that Will 
generate the trigger event. The prompt may provide a list 
from Which the operator may select the triggering event. For 
example, the prompt list may include (1) a speci?c date, (2) 
daily, (3) Weekly, (4) monthly, (5) annual, (6) a per trip time 
period or (7) a per session time period. 

[0055] If the operator selects a speci?c date, then the 
system prompts the operator to key-in the month, day, year 
and time of the day. The trigger event Will then occur on the 
date and time selected. 

[0056] Alternatively, if the operator selects a daily time 
period, the system may be set to default to midnight each day 
thereafter. Instead of a midnight default, the system may be 
settable by prompts to a speci?c time of the day Which is 
entered by the operator. The trigger event Will then occur 
every day at the time selected. 

[0057] If the operator selects a “Weekly” time period, then 
the operator may be prompted to enter the start date and end 
date, e.g., Jun. 16, 2002 and Jun. 29, 2002. At midnight on 
Saturday of each Week betWeen these dates, a trigger event 
Will occur. The trigger event Will occur once every Week 
until the end date occurs. 

[0058] If the operator selects a “monthly” time period, 
then the particular start month is entered by the operator, 
e.g., March. Then, at midnight on the last day of each month 
beginning With March (the next time March 31 occurs) a 
trigger event Will occur. The trigger event Will occur once 
every month starting With March. 
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[0059] If the operator selects an “annual” time period, then 
the operator is prompted to enter a particular year, e.g., 2002. 
Then, at midnight on December 31, of each year beginning 
With 2002, a trigger event Will occur. The trigger event Will 
occur at the end of every year starting With 2002. 

[0060] If the operator selects per trip, then the trigger 
event Will occur at the end of the player’s trip. That 
end-of-trip point may be entered into the system by the 
operator Who obtains this information directly or indirectly 
from the player. Alternatively, this departure date can be 
entered directly from the player by a prompt on a display at 
the gaming machine or gaming location ?rst attended by the 
player using his or her player card. Alternatively, the date of 
departure can be taken as midnight of the player’s check-out 
day stored in the hotel computer system or database. Alter 
natively, the system can detect When the player has not used 
a player card for a period of tWo days, for eXample, and 
cause the trigger event to occur. 

[0061] If the operator selects a per session time period, 
then the trigger event is taken as the time of card removal 
from card reader 150 at a gaming location. For eXample, a 
player plays a gaming machine for three hours and then 
removes his or her player card. At the time of removal of the 
player card, a trigger event Will occur. 

[0062] As Will be appreciated, other times may be set as 
the trigger event. In addition, random events may be used as 
the trigger event, including the event of the ?rst player of a 
group of players to reach 1000 points, or the ?rst player of 
a group to obtain Winnings totaling more than $500.00. 

[0063] The system must monitor the occurrence of the 
trigger event in accordance With the particular event selected 
by the operator. If a date or time is selected, then the central 
authority monitors a clock/calendar program. 

[0064] If a per session time period is selected, then a 
message from the game location Which is transmitted to the 
central authority at card-out is monitored. For eXample, a 
points update message Which is sent to the central authority 
121 on card-out. Alternatively, interface 112 may be pro 
grammed to send a separate message to the main computer 
at the time that a player card has been removed. That 
card-out message may be monitored as the trigger event. 

[0065] If a random event is selected, then CPU 122 must 
determine When that random event occurs. For eXample, this 
may be done based on its oWn processing, e.g., the ?rst 
player to reach 1000 points. It also may be done in accor 
dance With information sent to CPU 122 by interface 112. 

[0066] Referring again to FIG. 4, a How block 33 repre 
sents the eXecution of a softWare program by CPU 122 of the 
central authority. This softWare program determines the 
speci?c bonus aWard that the player achieved at the time of 
the trigger event. Upon detection of the trigger event, the 
softWare program in memory 121 is eXecuted by CPU 122. 

[0067] Initially, at step 35, a single player account is 
selected from among all of the player accounts that are 
associated With the particular trigger event that occurred, per 
block 31. The CPU 122 keeps track in memory 121 of player 
participation in the tiered reWard promotion. Operator inter 
action at Workstation 161 alloWs selection of the participat 
ing players for each promotion. Thus, some players may be 
eligible for a daily tiered reWard, Whereas other players may 
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be eligible for a Weekly tiered reWard, and so on. When the 
trigger event occurs, the program determines Which players 
have been selected for participation in the promotion, and 
begins With one of those players at step 35. 

[0068] At step 37, the value of data 207 (FIG. 2) of 
player’s account is obtained. The data 207 is the data 
associated With the particular promotion. As described 
above, this value represents the total number of points, for 
eXample, earned during the bonus period by the particular 
player. 
[0069] As explained above, tWo parameters may be moni 
tored using tWo separate data 207. If that is the case, then the 
values of both data 207 are obtained and processed to 
generate a single value indicative of a rank, in step 37. 

[0070] Data 207 is reset at step 39 to a Zero value making 
the data 207 ready for the neXt reWard period. The resetting 
of data 207 may serve to initiate the neXt bonus period, for 
eXample Where the promotion is daily and the trigger event 
is midnight. Alternatively, after reset of data 207, a separate 
trigger event causes the bonus period to be initiated and 
causes the CPU 122 to begin its program of incrementing the 
value of data 207. 

[0071] At step 41, the value obtained in step 37 is com 
pared to the activity level 305 (FIG. 3) to determine Which 
rank 303 Was achieved by the player. For eXample, if the 
value obtained in step 37 is 275 points, then the player 
achieved Tier #2 rank, but did not reach Tier #3 rank. 

[0072] At step 41, the program compares the value 
obtained in step 37, for eXample, 275 points, With the 
activity value 305 for Tier #1 rank and so on for each rank 
in order until the activity value 305 is a value greater than 
the value obtained in step 37, e.g., a value greater than 275. 
In this eXample, the activity value of 300 points Would be the 
activity level at Which the Tier rank is too great. Then, in step 
43, the program determines that the player reached Tier #2 
rank. 

[0073] In step 45, the program searches the database for 
the aWard indicator 307 that has been assigned to Tier #2 
rank. As indicated in the FIG. 3 eXample, the term “SHIRT” 
has been assigned to Tier #2 rank. Thus, the bonus aWard is 
a shirt Which corresponds to the term “SHIRT.” 

[0074] At step 47, the program stores an indication of the 
bonus aWard that Was Won by the player in the player’s 
account 201 (FIG. 2) at a memory location 209. Thus, a 
term, for eXample, the Word “shirt” is displayed on the 
display of kiosk 163 When the player eXamines his or her 
account to visually indicate that a bonus aWard of a shirt has 
been Won by the player. 

[0075] Next, the program returns to step 35 and selects the 
neXt player account that is associated With the particular 
promotion that Was completed by the trigger event detected 
at block 31. Steps 37 through 47 are then repeated for that 
player. This process continues until all players participating 
in the promotion have been processed. 

[0076] After Winning a tiered reWard, the player may go to 
a kiosk redemption area to obtain the aWard or a voucher for 
the aWard. For eXample, a redemption kiosk 163 is located 
on the casino ?oor. At kiosk 163, the player inserts his or her 
player card into a card reader, similar to card reader 150. The 
player interacts With the kiosk through prompts on a display 
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similar to display 118. The player can obtain a voucher for 
the shirt, for example, Won in the tiered reWard promotion. 
Kiosk 163 obtains the aWard information from player 
account 203 and generates a printed voucher Which is 
dispensed to the player. The player may take the voucher to 
the gift shop, for example, and redeem the voucher for the 
shirt. 

[0077] Those skilled in the gaming and computer arts are 
able to program the interfaces and central authority to 
provide the displays and interactivity described in the 
accompanying draWings and described in this speci?cation. 

[0078] While the invention has been described With ref 
erence to one or more preferred embodiments, those skilled 
in the art Will understand that changes may be made and 
equivalents may be substituted Without departing from the 
scope of the invention. In addition, many modi?cations may 
be made to adapt a particular step, structure, or material to 
the teachings of the invention Without departing from its 
scope. Therefore, it is intended that the invention not be 
limited to the particular embodiment disclosed, but that the 
invention Will include all embodiments falling Within the 
scope of the appended claims. 

What is claimed is: 
1. a gaming system comprising a gaming location to 

enable play of a game by a player, and a central authority 
communicatively coupled to said gaming location and hav 
ing memory, a method of providing a bonus aWard to the 
player, comprising: 

storing in said memory of said central authority a plurality 
of tier values de?ning a plurality of ranks of player 
activity, each of said tier values corresponding to a rank 
of player activity; 

storing in said memory a plurality of aWard indicators, 
each providing an indication of a bonus aWard, and 
associating each said rank of player activity With an 
aWard indicator; 

initiating a bonus period; 

monitoring a parameter related to player activity during 
said bonus period, said step of monitoring including 
determining a value in accordance With player activity; 

upon the completion of said bonus period: 

(i) determining the particular rank associated With said 
value; 

(ii) determining the bonus aWard associated With said 
particular rank; and 

(iii) indicating the bonus aWard. 
2. A method according to claim 1 Wherein said step of 

determining a value includes generating a stored value 
Which increases during said bonus period in accordance With 
player activity. 

3. A method according to claim 1 Wherein the respective 
bonus aWards of said aWard indicators associated With said 
ranks increase in value according to increase in ranked 
player activity. 

4. A method according to claim 1 Wherein said parameter 
is points, and said value is a number of points. 

5. A method according to claim 1 Wherein said parameter 
is an amount of Wager, and said value is directly proportional 
to the total of amounts Wagered during said bonus period. 
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6. A method according to claim 1 Wherein said step of 
monitoring is performed by said central authority and 
includes receiving data from said player location and adjust 
ing said value accordingly. 

7. A method according to claim 5 Wherein said step of 
adjusting includes increasing the amount of said value. 

8. A method according to claim 2 Wherein said step of 
generating a stored value includes storing a value in memory 
in said central authority. 

9. A method according to claim 1 Wherein said bonus 
period is a ?Xed time duration. 

10. A method according to claim 1 Wherein said bonus 
period is completed at a scheduled time determined prior to 
initiating said bonus period. 

11. A method according to claim 1 Wherein said bonus 
period is completed at a predetermined time of day. 

12. A method according to claim 1 Wherein said bonus 
period is completed at a predetermined day of a month. 

13. A method according to claim 1 Wherein said bonus 
period is completed at a predetermined day of a year. 

14. A method according to claim 1 Wherein said bonus 
period is completed by election. 

15. Amethod according to claim 14 Wherein said election 
is made by the player during said bonus period. 

16. A method according to claim 1 Wherein said bonus 
period is completed by a random event. 

17. A method according to claim 1 Wherein said step of 
determining the particular rank includes comparing said 
stored value With a plurality of tier values in an order until 
the stored value is found in a determined relation to said tier 
value. 

18. A method according to claim 1 Wherein said step of 
indicating the bonus aWard includes indicating the bonus 
aWard to the player. 

19. A method according to claim 1 and further including 
storing in said memory a player account for the player; and 
Wherein said step of indicating the bonus aWard includes 
storing in said player account an indication of said bonus 
aWard. 

20. A method according to claim 1 Wherein said bonus 
period is completed at a scheduled time determined after 
said step of initiating a bonus period. 

21. A method according to claim 1 and further including 
initiating a second bonus period; 

monitoring said parameter during said second bonus 
period and determining a second value in accordance 
With player activity; and 

upon the completion of said second bonus period: 

(i) determining the particular rank associated With said 
second value; 

(ii) determining the bonus aWard associated With said 
particular rank; and 

(iii) indicating the bonus aWard. 
22. A method according to claim 21 Wherein the ?rst 

named bonus period and said second bonus period are equal 
in duration. 

23. A method according to claim 22 Wherein the equal 
duration of said ?rst and second bonus periods is selectable. 

24. A method according to claim 22 Wherein said step of 
initiating a second bonus period occurs after the completion 
of said ?rst bonus period. 



US 2004/0077408 A1 

25. Amethod according to claim 9 wherein said ?xed time 
duration is selectable. 

26. A method according to claim 2 Wherein said step of 
initiating said bonus period includes setting said stored value 
to a de?ned value. 

27. A method according to claim 26 Wherein said de?ned 
value is Zero. 

28. In a gaming system comprising a gaming location to 
enable play of a game by a player, a method of providing a 
bonus aWard to the player, comprising: 

providing a plurality of tiered values; 

providing a plurality of aWard indicators, said step of 
providing aWard indicators including associating an 
aWard indicator With each of said tier values; 

monitoring a parameter, said step of monitoring including 
determining a value Which is changeable over time; 
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monitoring the occurrence of a trigger event; 

upon the occurrence of said trigger event, comparing said 
value With said plurality of tier values, said comparing 
determining a particular tier value; 

indicating the aWard associated With said particular tier 
value as a bonus aWard. 

29. A method according to claim 28 and further including 
determining said trigger event. 

30. A method according to claim 29 Wherein said step of 
determining said trigger event includes selecting one of a 
plurality of stored trigger events. 

31. A method according to claim 28 and further including 
manually establishing said trigger event. 


